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INSERTING THE GAME CARTRIDGE 

To insert your ATARI 5200 game cartridge, hold the cartridge so the 
name on the label faces you and reads right-side-up. Carefully insert 
the cartridge Into the slot In the center of the console. Be sure the car- 
tridge is firmly seated, but do not force it. The POWER ON/OFF switch Is 
located on the lower right side of the ATARI 5200. Press this switch to turn 
the power on after inserting your game cartridge. See your Owner's 
Manual for further information. 
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1 . A WORD FROM 

COMMANDER CHAMPION 



Welcome, cadets, to Federation 
Field. I'm Commander Cham- 
pion, your space flight instruc- 
tor. You'll be stationed here for 
some intensive starship flight 
simulation and computer train- 
ing. When you've successfully 
completed your training mis- 
sion, you'll win your Novice star 
and a commission In the Earth 
Federation's most elite fighting 
unit ... the Star Raiders*" 

We Star Raiders have a long, 
distinguished tradition of service 
to the Earth Federation and the 
Galaxy. Since the year 2010 
we've policed the space routes, 
enforcing freedom of space 
and peaceful coexistence of 
the solar systems. Thanks to the 
Star Raiders, there hasn't been 
a major space war since then. 
Space trade flourishes and the 
Earth Federation prospers. 

Now, just as we're beginning to 
think peace will put the Star 
Raiders out of business, the 
Zylons ... that rabble of half-life 
barbarians from Alpha Solar ... 
turn to space piracy and ter- 
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WIPEOUT! 




rorism. Their object is to break 
up the Federation's space trade 
and weaken its influence in the 
Galaxy. Space Security has 
issued "cease and desist" 
orders to no avail. Zylon 
responds by hijacking our 
spacecraft and terrorizing star- 
bases that harbor them. They've 
pushed us to the limit. Let* s rid 
the Galaxy of this pest once 
and for all! 

Your mission is to SEEK OUT Zylon 
combat ships in every sector of 
the Galaxy and DESTROY THEM 
ON SIGHT. For this job we've 
given you the ultimate In sophis- 
ticated fighter craft. Your star- 
ship is equipped with high- 
power photon torpedoes, twin 
ion engines, and dual hyper- 
warp engines that transport you 
instantly to the furthest reaches 
of the Galaxy. 

Your computer instrumentation 
surpasses state-of-the-art, It in- 
cludes a Galactic Chart with 
real-time updating. Long-Range 
Sector Scan for pinpoint 
targeting, and the most ad- 



vanced Attack Computer ever 
devised for locking on the 
target and homing in for the 

How does your starship com- 
pare with Zylon spacecraft? So 
far. Space Intelligence has pro- 
files of three Zylon combat 
spacecraft: 

Zylon Fighter - Designed for 
high-speed attacks, these ships 
can be deadly at close range. 

Zylon Cruisers - These are patrol 
ships and attack only in self- 
defense. But don't let their 

defensive posture fool you; 
they'll give you plenty of 
trouble. 

Zylon Basestar - Like our star- 
ships, Zylon basestars are 
equipped with shields to deflect 
photon torpedoes and can only 
be destroyed at close range. 
These are probably the trickiest 
of the Zylon tighter craft, 
Approach them with extreme 
caution. 

Code name for this operation is 
WIPEOUT. You'll be launched on 
your first WIPEOUT mission as 
soon as you win your Novice 
star. To complete your mission, 
you must destroy all Zylon 
targets. 

In a pinch, you can dock at a 
friendly starbase to energize 
and repair your starship. but be 
prepared for trouble. Once 
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Zylon Basestar 

WIPEOUT gets underway, we ex- 
pect Zylon to surround and at- 
tempt to destroy all starbases 
that harbor our starships. Pre- 
vent this at all costs! Remember, 
with every starbase destroyed. 
our position in the Galaxy grows 
weaker and the Zylon menace 
grows stronger. 



At the end of each mission. Mis- 
sion Control will evaluate your 
performance and rate you on 
five factors: 

■ Skill level (NOVICE, PILOT, 
WARRIOR. COMMANDER). 

■ Number of enemy starships 
destroyed. 

■ Amount of energy used. 

■ Length of time taken to com- 
plete the mission. 

■ Number of starbases 
destroyed. 

Promotions are based solely on 
ratings ... there are no shortcuts 
to success in the Star Raiders. 
You start as ROOKIES, but in no 
time at all you'll make ENSIGN 
and then PILOT. After that the 
going gets rough. Don't be sur- 
prised if your first Pilot mission 
ends with a demotion to 
GALACTIC COOK or GARBAGE 
SCOW CAPTAIN. This is a tough 
service! But you've got the stuff 
to make it. Some of you may 
even be WARRIOR material. 
We'll tell you if you are. As for 
STAR COMMANDER, few ever 
make it, but who knows? The 
next one might be you. 

Go to it and good luckl Or as 
we say In the Star Raiders. 
"Shields up and lock on target." 
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2. YOUR FLIGHT SIMULATION TRAINING 



Your flight training program 
teaches you how to pilot a star- 
ship, find and destroy the 
enemy, dock at a starbase to 
energize and repair your star- 
ship, and above all, survive in 
space. The training sessions are 
coordinated with your manual, 
so be sure you read it thor- 
oughly, cover to cover. 

In a minute I'm going to show 
you your starship simulation 
chamber and we'll "lift off" into 
space. Then you'll find out how 
to handle your 5200 controller, 
which controls every function of 
your starship [Section 3). I'll 
check you out on the Speed 
Mode and Control Mode push- 
button controls [Sections 4 and 
5] and teach you to use the 
following starship equipment: 

■ Shields 

■ Attack Computer 

■ Galactic Chart 

■ Hyperwarp Engines 

■ Photon Torpedoes 

■ Control Panel Display 

■ Long-Range Sector Scan 

■ Manual Target Selector 

■ Tracking Computer 

■ Subspace Radio. 

We'll discuss energy drain [Sec- 
tion 6} and what to do when 
your starship is damaged (Sec- 
tion 7). Then you'll practice 
docking at a starbase to 



energize and repair your star- 
ship [Section 8). 



I'll explain how Mission Control 
rates your performance at the 
end of each mission and 
decides what rank to promote 
(or demote) you to [Section 9). 
Next you'll get a briefing on 
what to expect at the four skill 
levels: NOVICE, PILOT, WARRIOR 
and COMMANDER [Section 10). 



When you're ready for your first 

training mission, I'll give you 

step-by-step flight 

instructions 

{Secffon 11). 

To win your 

Novice star 

you must 

complete 

your training 

mission with 

energy to 

spare and 

earn a rank 

higher than 

ROOKIE. 

After graduation, 
you will prob- 
ably rise in 
rank pretty 
fast until 
you make 
PILOT. Then 
it gets 
rough. 
So be sure 
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you pay attention to the lectures 
on SURVIVAL TACTICS [Sectfon 12). 
At the end of the manual we've 
provided a SCORECARD so you 
can keep track of your progress. 



That's the program. Now follow 
me and I'll show you your star- 
ship simulator. 





STARSHIP 
SIMULATOR 

This is your starship simulation 
chamber. It's as close to a star- 
ship as you will get until you 
earn your Novice star. But don't 
underestimate it. Down to the 
last detail. It's exactly like a star- 
ship. We call it STAR CRUISER 7. 



